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by Mitch Voth 

MInlgolf Is a graphic simulation of miniature golf for a TRS-80® 
Model I or III with at least 16K RAM. 



Remember the golden days of youthful summers, when you and the gang 
would go out to the miniature golf course? Does it seem too long ago? Now 
you can relive those halcyon times, right on your computer. You can invite the 
old gang over, too, because up to ten people can play. 



Instructions 



The first thing you do is tell the computer how many people will be playing. 
The computer then asks you for their names. After that, just play nine holes of 
relaxing Minigolf. 

The left- and right-arrow keys position your "putter." When you think you 
have the angle right, press one of the number keys from 1 to 9. Use 9 to deliver 
a powerful swipe at the ball, and send it bounding about the course. The force 
of your swing declines gradually down to 1, which represents a hght tap. 

Players putt each hole in its entirety before the next one tees off. After each 
hole, the scorecard appears. 

See you at the course! 
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If you don't wish to type this program, It Is 
available on Issue #40 SoftSlde DV and CV. 

Initialize variables, and input number of players 
and tlieir names. 

so CLS:aEAR200iDEFINTfl-H:DEFSTRZ:FRINTCHR*i23l tPRINTSlB, "TRB-SO 

■) HDLE";;PRINTS82,"mNiATyRE GOLF' 
30 PRINTSIOO/NUHBEB OF PLAYERS"; iINPUTNP!lF>iP>l(), 10ELSEPR1NTS40 
0,CHRtf30ii!F£3f<ft=lTDNP:FRlNTJ400,"PLAVER I'ift;: INPUT; lA) :PRSNT*4 
O0,CHS»(J0);;NEl(T!DLS:6OTO3OO 

Scoring subroutine. 

40 CLS:FRINTCHR*(:3);PRlNTJ12/SC0RE:":F0RA=lT0NP!PfiINTIiA),SiA) 
!NEU:FORfi=liD4000:NEn:CLS:RETURf* 

Routine to get putter movement and force of hit. 

50 Z=rNKEy(:IFI<>"",IFfiSC(Z)<5BflNDfl5C(2)>4B,HH=VfiLIZ)«10;POKEHP, 
4iiHM=0:VH=ii:lFA=l,RESET(Cl,C2):HESETIClH,i;2)tBGT0200ELSESET(Cl 
,C2):BETIC1+!,C2!:G0TD200 

M T=0:lFZ<>"MFASC(Z!=B,CP=CPtl:IFCP=17,CP=l;IFA=l, RESET (CI, C2 
);RESETlC!+i.C2);6aTO100ELSESET(Cl,C.2):SET(Cltl,C2):60T01OOELS£I 
FA=l,SESET(Cl,C2)!RESET(C!+l,C2):B0Tai00ELSEBET(Cl,C21:SETICH-l. 
C2>:SOT0100 

70 IFZO",!FASC(Z)=V,CP=CP-li!FCP=0,DP^U:IFA=l,RESET(Cl,C:):RE 
SET(Cl+l,C2):eOTDiriO£LSESET(Cl,C2);S£TlCltl,C21:BOT010(>ELSEIFfl=l 
,RESET(Cl,C2):R£SET(Cl+l,C2):GQT0!00ELSESET(Cl,C21:SETfC!+l,C2): 
eOTDlOO 
80 GQT050 

10 FDKEHP,46sS£T(E(l,B2)!SET(BUl,B2):IFP0Iti:T(Cl,C:i=-l.A=0:RESET 
ICl,C2):RE3£TlCltl,C2):BOT050ELSESETICl,C2>:SET(Cl+l,C2l:fi=l:GDT 
D50 

Routine to alter baii or putter position. 

100 DNCPGOTOlOi, 102, 103, 104, 105, 106, 107, 108, 109, 110, 111, 112, 113, 
114,115,11(1 

10! Cl=B!!C2=B2t2!MI=0:)12=-l:S0T090 
102 Dl=Blt2:Ml=-l;G0TD90 
MIIVIGOLF 
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103 C!=Blt4:C2=B2t2iH!=-I:l12=-l:B0T090 

104 C2=B2ft:l12=-,5:E0T090 

105 C2=B2!t12=0:fiOTO'?0 

106 C2=B2-l:112=. 5:501010 

107 C1=B1+4:C2=B2-2:H1=-2!K2=1:GOT090 

108 Cl=BU2!t11=-l:60Ta?0 

109 C1=B1:M1=0!GOT090 

110 Cl=Bl-2!«l=l;GDT09ft 
11! C1=B1'4!C2=B2-2:«!=2:I12=1:BOTD90 

112 C2=B2-1:M2=. 5; 607090 

113 C2=B2:H2=0;BOTD90 
IH C2=B2t!il12=-,5:SOT090 
115 Cl=Bl-l!C2=B2t2!Hl=2!N2=-l:BOT090 
Hi C.l=fil-2:I1!=1;6DT090 

Hole In one routine. 

150 IFS=1,PR1»ITJ15J,"A HOLE IH ffl)E! ! ■;;FORfl=lT02(l00:NEU!PRINTJl 
53,CHR*l30);:R£TURN£LSEPSINT3U9,'THfiT TOCK VOU';S; "STROKES'; ;F0 
Rfl=lT02000:t(ElT:PRlNTJM9,CHR*[30};:RETURN 

Calculate reflection angles. 

200 Dl=B!iD2=B2;RES£T(81,B2)!RES£TiBltl,B2):IF(ABSim)=lfiNDH«=l) 

0RftBS(l111=2,Dl=Blt2»B6Nimi?Hn=0ELS£H«=l 

205 l = |tliIFiM,Rl^2iR£rURN 

Check for fiole. 

210 IFP0INT(Dl,B2)=-l,RC!:«:RETURNELSESETll>l,B2);S£TfDl+!,B2)iBl= 

Dl!lFP£EKIHP)<>46,lFPEE*;(HP)-M0|B<PT)=B(PT)tS-P:RC^h6OSUB15OiR 

ETURHELSEPOKEHP.ti 

220 R£SETiBl,B2);RES£T(Bl+l,B2):!F(fiESfl12)=.5fiNDVH=110RABSI«21=I 

,D2=E2tSEN(l12):VM=0ELSEVN-l 

230 iFP0INT(Bl,D2)=-l,RC=0:RETURNEL5ESET(61,D2)!S£T(BUl,D2l!B2= 

D2!lFPEEKIHPK>46,lFP£EK(HPI = 140,S(PTI=SIPT)tS-P!RC=liGOSUB150!R 

ETURN£LSEPOKEHP,46 

240 T=O:HH=HH-l!lFHH<0,RC=2!RETURN£LS£2O0 

Display score. 

300 F0RA=5OT079!SET(ft,44):S£T(A,'3liNEn!F0Rfl=9TD44:S£T(50,Al:SET 

!5I,B):SET178,filiSET(79,A)iNEn:HP=l5648:PRINT325,"H0L£ I 1 Pft 

R 2'f!P=2;FORPT=lT0NP:S=iiPRlNTS91,CHR«(30);:PRINTS9I,ZlPTl!"'S 

TURN";:Bl=RND(!l)»2+52:B2=4I:S£T(Bl,B2l!S£T(Bl+l.B2):P0KEHP,4&: 

CP=1 

305 GOSUBIOO 

310 IFRC=2,S=Sfl:CP-l:eOSUB10O!BDT0310 

320 !FRC-l,NEnPTiGaT0400 

325 HH=HH-10!!FHH(2,HH=2 

330 IFDl=500RDl-7B,ni=-Ml:GOSUB200;BOTD310£LS£H2^-H2:SOSUB200!6D 

T0310 



nut 

Routines for displaying the individual holes. 

«0 G0SUfl«;F0Rfi=5CiID79:SET(ft,44)iSET(fi+22,?l:NEn!FDRA=20TO43!5 

ET(50,A)!SETl51,A):SET17B,fi);SET(79,A):NEU:S£T(78,l?l!SET(79,19 

);FQRfi=78T0Kil:SET(fi,lS):HEXT:F0RA=10T0!7:SETiUH),A):SET(101.A): 

NE!lT:F0RA=52T071:SETIfl,15.5-A/2):NEn;HP=1566J 

405 PR1NTS25,'H0LE » 2 PAR 2'; ;P-2:F0RPT=lTDNP'.S=l!PRlNT391,CH 

Ri(30)!;FRlNTS91,Z(PTI;"'S TURN" ;:B!=RND(ll)l2t52:B2=41:PDKEHP,4 

6:CP=l:BET(Bl,B2):SEnBUl,B2hGaSUB100 

420 IFRC=2.S=S+l:CP=l:S0SD6!0C:6aT042O 

430 IFRC=I.NEnPT:SDT0500 

435 HH=HH-l£i: IFHH<.2fiNDHH)-t,HK=2 

440 IFD2=90RD2=440RID2=18AMD1>79).«2="!12:BBSUB200;60T0420ELSE!F 

Dl=50DRD!=780RDl = 100,m=-Ml:8DSUB200:B0TO42OELSEA=ni:m=-H2t2:t12 

=-A/2!BOSUB200: 6010420 

500 GOSU640:F0Rft=20TQ43:SET(22,AJ:SET(23,fil:SET(5O,fl)!SET(51,A): 

SET(78,ft):SET(79,A);NEIT:F0RA=22TD79!S£TiA,441:NEl(T;FORA=44TO57! 

SETIfl.9hNEn!PRINTS4(i9,CHR»(l91l!;F0RA=10T01'?:SETli3-At2,A)!BET 

(62-At2.A):SET(38+A»2,fl);SET(39+A<2,AliNEn:HP=16210 

5!0 FRINTS25.'H0LE « 3 PAR 2"!:P=2:FQRPT=1T0NP:S=1:PRINTJ91,CH 

R<(30);:PRIHT991,7(PT);"'S TURN"|:B1=RND(111 t2+52!B2=41;Sn(Bl,B 

2l:SET(Bltl,B2):P0KEHP,4i:CP=l:E0SUE!0(l 

520 1FRC=2, 3=5+1 :CP=I:GaSUB10C;6DTD520 

530 IFRC^l.NEUPTiGQTOiOO 

540 HH=HH-Uj: !FHH<2ANDHH>'i,HH=2 

550 IFD2=9GRD2=44,n2=-l12:GDSUB200:BOTD520ELSE!FDl=220RCl=500RDl= 

78,Hl=-Ml:60SUB200:60T0520ELSEIFDl(50,A=H!!Hl=-n2>2:l12^-A/2!SQSU 

B2OO:60T053OELSEA=)1l!Hl=fi2l2:(12=fi/2!60SUB20O:SOT0520 

iOO GOBUB40!FaRA=17TD44:SETi50,A)iSET(51,A):SET(78,A);SET(79,A); 

NEn:FgSA=17T029:SETI9e,AI:3ET(99,A):SET(116,A)!SET(!17,AI:NEn: 

FORA-tiT010l!SETIA,9l:NEitT!FORA=52IQ77:SET(A,44hNEn!FOftA=94T01 

()l!SET(A,37)!NEKT:FORA=eOI097;SETIA,17l:NEn 

(.10 F0Rfi=10TOlfc!SETlB5-2tA,A)jBET(e4-2>A,A):SETI83+AI2,A):SET(32 

tftt2.A):S£T(iO+fl»2,A+20):SET(iltA«2,At20)iSET(134-At2,A+20)!SET( 

!35-2tA,At20)!NEU:HP=:15B52:PflINT)25,"H0LE t 4 PAR 3";:P=3:FDR 

PT=! TONP: E=l :PRINTS91 ,CHRt (301 i :PfiINTJ9! , 2 (PTl ; " 5 TURN" ; 

il5 CP=l!81=fiND<lltt2*52!B2=4l!SET(fll,B2):SET(BUl,B2):60SUE!00 

t20 IFRC=2,S=Stl;CP=l!GDSUB10O:GOTOi20 
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630 lFRC=l,NEJTPT:6aT0700 

i40 HH=HH-l(>:IFHtl';:fiNDHK>-6,HH=2 

650 IFD:=90RD2=44QMD2=37fiN»Dl>V010R(l>2=17ANDDl)70flNDDl(100),n2= 

-l12:BDSUB200:6aT0620ELSElFDl=50ORDl=780RDl=9B0RDl = I16,ni = -l1!!GCB 

US2(iO:6DTD620ELSEIF(Dl)e0fiNBD2<2O)DRlD2;25fiHDDK9i),fi=Ml:Nl=l12t2 

:H:=fl/2:60SUB200;GQTC(>20ELSEA=Ml:!11=-l12t2;!12=-A/2 

i60 EOSUB200:6QT0620 

700 60SUB40:FDRA=19T044:S£T(7a.fi)!SEr(79,fil!NEn;FDRfl=501077:SET 

(fl,44l:NEn:FDRft=32T04J:3ET(50,fl>:SET{51,fl):NEU!fORA=42Ta49!S£T 

lfi.32):N£U:FDRA=19T022:S£T(22,A):SETI2J,fl):NEn;F0RA=42TD59:SET 

(fl,')l:NEllT!FDRfi=9T0!8:BEli42*flt2,ft):SET(43+fll2.A) 

710 SETI59-fll2,A):SET(5a-ft»2.A):SETIftt2H,fltM);SET(AI2t5,Atl4l! 

SETl40tft»2.fl«14);SET(41tAt2,A4l4):NEn:HP=15B27!PRINT325,"H0LE t 

5 PAR :"i:P=2:FDRPT=lT0NP!5=!:PRlflTS9l,CHR((30);:FRlNT>91J(P 
T)!"'S TURN"i;B!=RND(ii)>2+52:B2=41:SET(Bl.B2):BETIBltl,B2l 
715 CfMsBGSUBlOO 

720 IFRC=:,S=S<1:CP=1:GDSIJBIOO:GOT0720 
730 IFRC=!,NEnPT:B0ID80O 
740 HH=HH-10;IFHHC2ANDHH.-6,HH=2 

750 IFD2=9QRD2=41ORID2=J4A>IDDU5O),H2=-M2:SDSLlB20O:GOTa720ELSEIF 
Dl=22[iRDI=500RDl=7B,Ml=-Hl:BaSUB200:EOTD720ELSE!F01(50ANDD2(20,ft 
=Hl:N!=-l12t2:M2=-A/2!e0SUB2O0.'BDTD72OELSEfl=Ml:(11=H2t2:H2=fl/2:GQS 
UB200sSOTG720 

800 60SUB40:F0RA=9TQ44;SETI5li,A):SEH51.A):NEIT:FDRA=32T044!SETl 
7a,ft):5ET(79,fi):NEIT:FDflfl=52TO77;SET(A,44):NEU;F0Rft=52TOni:SET 
fft,9l!NEJT:F0RA=9TQ23!S£TU12,A)!S£T(n3,ftl:NEn!FDRA=B0TD95:S£T 

(fl,32)!NEn!FDRfl=lBTD23:SETI7(i,fil;S£Tl71,A):SETI90,A-6) 
BIO SETI91,A-61:NEn:F0RA=24ID32:SET(llii-ftt2.fll:SEII117-ftl2.A):5 
ET(15B-fll2.A):SET(159-At2,A):N£IT:HP=15B38;PRINT925,"H0L£ I 6 P 
AR r;:P=3:fORPT=lTONP:S=l!PR]NTS91,CHRtl30i;:PR!NTJ91,IIPT);"S 

TURH-;ieP=UBl=RN0(ll!>2*52:BZ=41:SETtEl,B2):SET(Blf!.B2) 
815 EOSUBiOO 

820 lFRC=2,S=S+l:CP=l:GOSUBlOO:GaTD820 
830 IFRC^l.NEUPT: 6070900 
840 HH-HH- 10:1 FHH< 2ANDHH >-6, HH=2 

B50 lFD2=9OR»2=44ORlD2=32ANDBl>79),n2=-lt2iBOSl)B20O:GOT0820ELSE!F 
Dl=50DRDi=78ORDl=!!2ORDI=9ODRIDl=7i:iANDB2(231,l11=-ni;BQSUB200!607 
Qa2OELBEfi=«l!tl! = -i12»2;n2=-A/2:BOSUB2OO:B0IQ820 
900 BOSUB40!FQRfi=30TB79:SEUft,44);N£n:FORA=23TI]43:S£T(78.fll:SET 
(79,A):NEJT:FDRA=30T051:S£llA,JO):SET(A.9)iN£n!FORA=20T033!S£TI 
B,fi):SET(9,ft>:SET(5O,fttil):SET(51,fitll)!N£n:FiJRA-!0I029:S£Hft,2 
9+A/21;SETIA,24.5-ft/2):N£n:FORA=50Tfl79 

910 SET(A,fl/2-li):NEU:F0RA=50tD67:SETlA,fl/2-9):NEI!T:FORft=5OTQ59 
!S£TlA,A/:-ll!NEn:HP=!M50;FHINTS25,'H0L£ I 7 PAH 5';:P=3:F0RP 
T=lT(lNF:S=l!PRINTa91,CHfti(30l;:PRll*T89I,Z[PT);"'S TURN'; :B!=RNC( 
ll)l2t52;B2=41:SET(Bl,B2):5EIIfll+l,B2)iCP=l:60SUB100 
920 lFRC=^,S=S*l!CP=!!GOSUBHiO:GOT0920 
930 IFRC=1,HEUPT;BDT01000 
940 HH=HH-!0; 1FHH(2ANDHH>-6,HH=2 




"50 IF01=7gaBDS=30R(Dl=50ftNOD2>30),Bl=-MllGOSUB200!GOT0920ELSEIF 

D2=30QRD2=''0RD:=44,H2=-M2:EaSUB200;GDTD920ELSElFDS';«flNDD2<2*.A= 

Ml ! I11=-I12t2: l12=-fl/2: GQSUB200! G0TD9:0ELSEA=ni : I11=I12>2: H2=ft/2: GOSU 

B2O0:B0rD'?20 

1000 GOSUB40iFORfi=5OTa79;SEl(ft,44):BETIfl,'?l:NEn:FORfl=33TO43:SET 

l50,fl)!SET(51,fil:SET(7B,fi);SET(79,fl):KEU:F0Rfl=18TO24:SETI32,fl): 

S£Tf33.fl):SET(9i,fil:SET(97,ft):SEn5t.fttll:S£T(57,ft+ll:S£T(72,ft+l 

hSET(73.fttn:NEn:F0fifl=J4la49;SET(fi,fl/2tBt 

1010 SET (fi, 3.4. 5-fl/2)! SET IAt46. 49. 5-fl/2)!SET(fi*A4, ft/2-71 :HEn:FOR 

A=5tT0M:SETlfl,fl.'2-2):S£T(flt9.5B-fl/21:NEn:F0Rft=52T057:SET(fl,fl/2 

-10):SEHfit20,44,5-fl/2l:ME);T!HF=15904:FRINTS25,"HOLE t 8 PftR J" 

::F=3rFQRPT=IT0Nf;S=liPRINTJ91,CHFI«(30);!El = RND(ll)t2t52 
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1015 PRINTJ9l,ZIPT)i*'S TURN"; jB:=41iSET(Bl.B2) :SET (61*1,62) :CP= 

liGOSUBlOO 

1020 I FRC=2,S=Stl:CP=l:S0SUB 100:60701(120 

1030 lFRC=t,MEnPl:SOT01100 

10« HH=HH-10!lFHH<2flNDHH>-i>,HH=2 

1050 IFD2=«ORD2='?,112--H2:BOSUB2OO:BDT01O2OELS£IFDl=320RIll=960RD 

l=720RDl=56ORDl=5OORDI = 78,rtl=-m;60SUB2OO:60T0t020aSEIFiDl<78fiN 

DDi:>iJ)0ft(Dl>70ANDl>2>20)tlR(Dl(6(iANDD2(2OI,fl=Nl:fll=-K2t2!!12=:-fl,/2: 

BDSUB200: eOT01020ELSE(l=Hl : HI =H2»2: M2=A/2: Sf)SUB200 

1060 60T01020 

1100 60SUB10!FORfi=34T095!SET(fi,V):NEn:FORfl=50T07'?:BE7(fl,«l:MEI 

T:FORft-33T013:SET(50,A):5ETI51,fi):SETI78,fll:SETI79,Al!N£It:FORfl= 

10TD3;:S£TIJ4,fil;SEI(i5.fl):SEI(94,A)!SETI'?5,fthNEn!FQftfl=JiT049: 

SETIA,33l!SET(At4<,3J):N£n:FDRfi-4BT0b3 

1110 S£T(fl.fl/2-l):SET(Atia.54.5-fl/2):NEn:F0RA=5iT061:SET(ft,49.5 

'A/2)!SETlAtl2.A/2-91:JtEn:HP=15904:PRINTJ25,"H0LE I 9 FAR 4'j: 

P=4:F0RP1 = UDHP:PRIWTS91.CHR»1J0);:PR1NT>91.ZIPT)("S TURN'!:S=1 

:il=RND(l!(t2t52:B2=41:SETlBl,B21:SET(Bl+l,E2):EP=l!60SUB100 

112U IFRC=2.S=SH;CP=l:GOSUBUiO:G0TDn2O 

1130 IFRC=l.NEITPl!GOT02000 

1 110 HH=HH-10! !FHH<2flNDHH.;-6,HH=2 

5150 IFD2=9ORD2=33QfiD2=44,M2=-N2:B0SUB200:SDT0ir2l)ELS£IFi)l=J40RD 

l=')40RIDl=78AMDD2>30>OR(Dl=50ANDD2;30),(tl=-Ml:60SUB200lBOT01120E 

LSEIF(Dl>k1AHI)D2>22)DR(DU64ANDD:<22),A=m:Hl=-«2t2!l12=-A/2:G0SU 

B2DO:601B1120ELSEfl=l11im=n2t2:l12=A/2:60SUB200 

lltO BDTD1120 

End game routine. 

2000 CLS:FRINTCHRi(:3)i:PRlNTS2(i, "FINAL SCORE: 'iFORA^lTONP: PRINT 
lift), S(A>:NE)tl!PRlMT»900. "PLAY AGAIN IY/Nrj!lNPUTZ!lFI="V,10 
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LINES 


bO 


CODE 


LENQTH 

522 


LINES 


CODE 


LENQTH 


10 - 


615 - 700 


HO 


520 


70 - 


107 


vs 


523 


710 - 800 


BH 


649 


108 - 


205 


KJ 


447 


810 - 900 


MX 


608 


210 - 


300 


nc 


533 


910 - 1000 


UU 


617 


305 - 


430 


M 


503 


1010 - 1050 


DJ 


540 


435 - 


520 


lY 


502 


1060 - 1150 


BK 


658 


530 - 


610 


HN 


573 


1160 - 2000 


IL 


104 



iPMiner 




by Peter G. Johnson 

[o-Mlner Is an arcade game for a TRS-80'^ Model I or Hi with at least 
48K RAM and one disk drive. Also Included Is a screen editor for 
customizing the play of lo-Mlner. Both programs were complied usirtg 
the ZBASIC 2.2 compiler, copyright Simutek Computer Products Inc. 
and Andrew Garlepy. They are Included as the bonus programs on 
Issue 40 TRS-80 DV. See the coupon near the back of this booklet to 
order your disk. 

The year is 2086, and the Terran Defense Authority has declared a state of 
emergency for the Sol System. The peace treaty between Terra and the Empire 
of Proxima Centauri has been broken, and the evil Proximans are preparing 
for a major attack on the Sol System. An advance party has already crossed 
the stellar void between the two systems, landed on Jupiter's moon lo, and 
captured a plutonium mine there. With the lo mine twelve re-fueling base in 
the hands of the Proximans, the comparatively miniscule Terran defense 
forces have little hope of preventing Earth and her sister planets from becom- 
mg another Proximan slave system. 

However, the Proximans have temporarily evacuated the mine, leaving 
behind only "watchdog" robots until they return with their powerful fleet. It 
is your mission to guide a Mine Maintainence Robot, specially outfitted for 
this mission with fusion grenades, into the mine, and destroy the Proximan's 
communications module at the mine's lowest level. 

While in lo mine twelve, be wary of the watchdog robots, whose great 
strength will crush your remote-controlled robot on contact. Also, beware the 
death-beams installed by the Proximans to deter intruders. The beams' laser 
blasts will vaporize your robot. 

Your droids have a limited supply of energy. Launching a fusion 
grenade drains energy, as does maneuvering. If you fail to recharge 
your batteries by obtaining plutonium capsules, your robot will ex- 
plode. The amount of energy in your batteries will be displayed 
constantly at the bottom of your video screen. 

The mine shaft door control circuits have been dam- 
aged, and the doors open and close unexpectedly. They 
are very heavy, and will crush any object they close in 
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on. Also found throughout the passages of the tnine 
are matter leleporters. You may use them to travel quickly 
from one section of the mine to another. 
You will have four miner robots with which to complete your 
task. Use the arrow keys to move the robots. Hitting the space bar 
while maneuvering will throw a grenade in the direction you are mov- 
ing. Plutonium capsules ("($)") may be picked up by running over them 
with your miner robot. Running over a maeier teleporicr (" = : = ") will 
transport your robot to another teleporter on the same screen line, if possible. 
Each level, except the last, has at least one tunnel which extends off the bot- 
tom of the screen, and which leads to the next mine level. These are strictly one 
way paths — you may not return to a mine level once you leave it. On the last 
mine level there is no exit tunnel. Instead, move your miner robot as far down 
as possible to where the Proximan communication module is located, and your 
robot will destroy it automatically. Then you will be awarded a bonus, and will 
restart at the first mine level. 



The Mine-Level Editor 

lo-Miner is supplemented by a level editor program for customizing the 
mine levels, thus making the game harder or easier, and allowing you to create 
a virtually unlimited number of different games. You will be prompted for a 
file specification and then be presented with a short menu. Normally, use the 
default, "DATA/CIM", for the filespec. 

Changing the Delay Factor lets you alter the number of milliseconds be- 
tween cursor cycles in the Screen Editor. The default delay factor is 50 
milliseconds. 

Selecting the "Modify a mine level" option will clear the screen and display 
the level you specified. Death-beams, doors, plutonium capsules, and 
leleporters are displayed as ASCII characters rather than their graphic 
characters. (Z, D, M, and T, respectively.) 

The cursor will appear as a blinking pixel in the upper left-hand corner of 
the screen. In the block cursor mode this cursor represents a 6x3 block of 
pixels. The blinking one is the upper left-hand pixel. 

See the chart below for an explanation of the commands available when 
editing. 

When editing is complete, return to the menu by hitting "Q" and type 
"3". The editor will return you to DOS. The editor will also display the 
DUMP command which you wilt want to type to save your modified level 
data. This command will include the filename specified at the beginning of the 
editor. To save your modified data under another name, substitute another 
niename for the one displayed by the editor. The rest of the command line 
should remain unchanged. 



lo-Miner Editor Commands 

• Left Arrow; Moves cursor left. 

• Right Arrow; Moves cursor right. 

• Up Arrow: Moves cursor up, 

• Down Arrow: Moves cursor down. 

• "O": Set cursor mode: Pixel. 

• "P": Set cursor mode; Block. 

• CLEAR: Set cursor mode to Reset. 

• ENTER; Set cursor mode to Set. 




• "@'*: Set cursor mode to Move. The cursor may now be moved without af- 
fecting the current graphics on the screen. Press "@" again to return to nor- 
mal editing. 

• SPACE: Enter a character onto screen. The following characters represent: 
Z = Death-beam. 

D = Door. 

M = Plutonium Capsule. 

T = Teleporter. 

• *'L": Move cursor to nearest character line. 

• "Q"; Exit editor — does not file current level, 

• "F": File current level in memory. 

• "M": Set alien robot. 

• "C": Clear (reset) screen. 

• "R": Ruler mode. This command displays a ruler at the top or bottom 
margin of the screen, useful for determining the location of passages that go 
off the screen. 



Multiple Data Files 

DATA/CIM is the standard data file for lo-M'mer. However, you can create 
data files with other names, as explained above. To load a data file other than 
DATA/CIM when running lo-Miner, hold down the ENTER key when invok- 
ing the program. It will ask you which file to load. 



More Notes on the Editor 

The editor can change essentially every aspect of the data file for lo-Miner. 
Although error-trapped, it is not completely foolproof, and indiscriminate use 
of the editor can produce serious problems when running the game. Use the 
supplied data file DATA/CIM as a guideline for making modifications. 

Please note the following restrictions when using the Level Data Editor: 

• The following cursor modes may not be used simultaneously: 

1) Set and Reset 

2) Block and Move 

Also note that while in Move mode, no other editing commands will function 
until "@" is pressed again to resume normal editing. 

• Death-Beams, Doors, Teleporters and Plutonium Capsules must be placed 
on character lines on the screen to a maximum of 30 Death-beams or doors on 
any given screen at one time. There are no limitations to the number of 
Teleporters or Plutonium Capsules, but be aware that each teleporter must 
have a complementing teleporter on the same character line. Always leave two 
character lines below a death-beam, for the beam extends that far down. 
Doors require one character line above and below the door. Teleporters and 
Plutonium capsules may only be accessed from the side, so put them only in 
horizontal passages. 

• Lfp to 30 alien robots (monsters) may appear on the screen at one time. 

• Every passage that extends off the bottom of the screen must accompany a 
passage at the same horizontal position at the top of the next screen. Passages^ 
that extend off either side (left or right) are illegal. 

There must always be a space at the upper left-hand corner of the 
first level (Level 0) at which the player starts. The tenth level (Level 
9) must allow the player to move within one pixel of the bottom 
of the screen for the player to be considered finished in the 
mine shaft. 
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by Greg Schroeder 

TRS-80® version by John Landers 

Defense Is an arcade-style game for tfie TRS-60 Model I or [II with 
16K RAtlA. 

You find yourself in alien territory, where you must kill to survive. In your 
travels, you encounter two types of aliens whose mission is to annihilate you. 
Some approach from the end of the screen opposite your ship, and move 
toward you either in a straight line or diagonally. Those moving diagonally 
bounce off the surface of the planet and the top of the screen. Blasting one of 
them is worth ten or twenty points. The other aliens appear at midscreen, and 
home in on your position. Kill them quickly — before it's too late (100 or 200 
points). 

As a little added suprise, a random saucer appears sporadically and takes 
over the battle — the other aliens will back off and stop while the saucer ap- 
proaches menacingly. If he can, he will fire when he is close enough. When the 
saucer is two-thirds of the way across the screen, you will hear a noise, if he is 
capable of firing. The saucer never misses. If you kill this pest, however, you 
earn 1000 points. 

To play the game, use the left arrow to decrease your speed and the right ar- 
row to accelerate. Move up and down by pressing the up and down arrows. If 
you fly too low, you may hit the surface of the planet, and your ship will surely 
explode into dust. Fire by pressing either shift key. 

Once you exhaust your ships, you wiU go to the high score entry. Enter three 
intials. If you make a mistake, use the RUB word. When you are finished, 
select the END word to indicate you are done. You control the cursor with the 
arrow keys and enter a letter with the shift key. 

Once you complete an attack wave, the number of aliens increases by five 
until you reach fifty. Often, you will see a display on the screen until you hit 
the ENTER key. 

Defense has sound, so be sure to connect an amplifier to the AUX jack of 
your computer. 
._ y 




Variables 



A: Keyboard input. 

A(l-2,20-S0): Alien field. 

A$: Used for high score routine to 

temporarily hold initials, 

AS(l-4): Used to make random 

landscape for alien planet surface. 

AL(l-2): Aliens killed in current 

attack wave, 

AW: Attack waves destroyed. 

B(l-3): Horizontal position of 

aliens. 

C(l-3): Screen position of aliens. 

D: Keyboard input for high score 

routine, 

D(l-3): Direction of aliens. 

DE$: Defense in graphic letters. 

E: Flag for the saucer (if on or 

ofO. 

E(l-3): Type of alien and scoring. 

El: Horizontal position of saucer. 

F(l-2): Total aliens in attack wave. 

GA$: Game in big letters. 

OS: Ground speed of ship. 

H: Position of ship on planet's 

surface. 

H$: Planet surface. 

HC(l-lO): High score holder. 

HC$(I-10): High score initial 

holder. 



1: All purpose counter. 

11, J: Counter variables. 

NMS: Initial holder for high score. 

OV$: "Game Over" sign in big 

letters. 

PL: Player presently playing. 

PO: Position of your ship. 

PP: Number of players. 

PQ: Old position of ship. 

R(l-3): Position of where alien 

came from in field. 

SC(l-2): Scores of players. 

SH{l-2): Ships left for each player. 

T: Counter. 

Tl: Counter, 

TD: Variable used to sort high 

scores. 

TDS: String used to sort high 

scores. 

TT: Alien number. 

V: Counter. 

X: Used to hold cursor position 

for high score routine. 

XC: Position in alien field. 

Z: Position of saucer. 

Zl: Direction of saucer. 

ZQ: Old position of saucer. 
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SoftSlde Selections '* 
^ DEFENSE . 

ss ss ss ss ss ss ss ss ss ss ss 

SS S5 

ss IRS8C> BASIC SS 

SS ^Defense' SS 

SS fluttior! Greq Schroeder SS 

SB TranslatDr: John Landers SS 

SS Copyright (cJ 1983 SS 

SS SoUSide Publications, Inc SS 

SS ss 

ss SS SS ss ss ss SS ss SS ss ss 

If you don't wish to type this program, It Is also 
Included on #40 SoftSlde CV and DV. 

Initialization. 

10 CLSiSOIDiOOOO 

20 aSiCLE-^P^OWiDlNfttl'.SOhSOSUfi^bO 

JO 60SUB1060 

¥) K0ftl = nO2:FORJ=lTO20!All,J)=RN0llb);NEUJ,l 

50 5Hlll=3:SHl2)=3lSC(l)=0:SC(2)=OiflL(ll=20lflL(2)=20iF(P=20!FI2 

6ij F0Rl = irQ4:Cill=-iiNEm 
7(1 P0=57i. 

Input number of players. 

80 CLS:PR!NU4?1,*H0H HANY PLAYERS?" 
85 PPINIiO,i!FOfif=l[030!SOUND25,T:NEXT 
^0 rt=P£EKn«521:IFftTHENFP=ft.'2iPL = lELSE90 

Call subroutine to set up screen. 

100 SQEUB71U 

Ship movement and iteyboard input. 

no TI=TT*1:IFTT=ATH£NTT=1 

120 IFES;lTHENH=Ht6S:Pfi!NT>8'?6.)1ID«(H»,H,43}r!lFH>248THENH=l 

130 fl=PEEK 114400) :lFfl=OrHENl<)0 

110 PQ=POilF(ft=400RA=80Ra=721ftH[)P0;i'?:THENF0=P0-M:EDTOli0 

150 IF (fl=480RA=U0Rfl-B01 IHENP0=P0<64 

140 IFfl;31ANDfti49ftND6S>0THENGS=GS-0.5:GDlQiaO 

1 70 1 F A J 63(tNDBS ; 6 . 5 THE N6S= BS+ . 5 

175 PRINliii,;:S0UND255-6S,5 

180 FPINIJPB," ■;;ffiINTSP0.CHR«tl73)CHR»llB0)STRING»(2,176); 

llFPD?a95FHEN430 

Firing routine. 

no IFPEEM!44M)IHENPfiINTiFDH,STRIH6»l5*),l40t;ELSE26O 

195 PRINTSO, ;:SQUND95,5 

200 1FE=1 IHENlF2-P0<,58fiNDZ-P0>5THEH690 




2IW FORI=!r03!lflNI(Pa/611 = lNT(CllW64)IHENIFE(n<JTHENPRINT»C(I 

l,EU)»10i!SCfPL)=SCiPLItE(lttlO:BDT0230ELSEPfilNl»CU),(ElU/2)t 

iOCt;;SC(PLi=Se(PLl + (Elll/2(«100:SOT0230 

220 ME);Ti!6aT0240 

230 ElU=-l!fi(PL.R(l)i=-5!AL(PL)=ftLIPLl-I:PRIHTS!0,SE(l);:FRINTJ 

57,SC(2)i:PRINTS')72,flL(llj:PRINTS1013,flL(2)!!NE)tT 

2^11 PRlNyP0H.SlRIME«(59,32l! 

Alien movement routine. 

250 lFftL(PLl^IlHEN5^^i 

260 lFE=irHEM610 

270 !C=XCt 1 : IF1(C=F (Pi ) H TMENSC=1 

280 IFRND(lliO-AHI = !THENE=l:SOT0700 

290 IFftlPL,)!C))-fiIHENAIPL.l(C)=A(PL,);C)-6SjIFfi(PL,XC)(=0THEN390 

300 1FC(TT)=-1THEN110 

JIO If£in).)21H£HlFi:ai)iPOIHEHD(TT)=64El.SEIFCnr)>P0THEMD(TT)=- 

44ELSED(n!=0 

320 PfilMliCnl)," ■;(Cm)=ClTH-65-U0tlIt:e(TTI=B(TT)-GS-l 

330 tFB(in(0THEHCni)=-l:fi(PL,RCTll) = l5iGDTO!10 

3A0 lFC(Il).:B310RCirTl:.255THEHI>(I1)=-D(TI) 

350 1FhBS(UII(-P0K4IHEN«0 

J6f) 0NEllTJGDTO37Ci,yo, 380,380 

370 PR[NT3C(TT),DHR»ll5B)CHRtll79)CHR<ll73);:GOTD110 

3B0 PRINT JC( IT l,CHR«ll66)CHR«(191)CHR» (153) jsGOlOlltt 

390 FDRI=lT0J!ifC(II=-ITHEN410 

400 NE>li!fl(PL,lCI=15:G010300 

Alien Intiallzation routine. 

410 C(l) = (iRND'.')lt3lto4)tiO!DU»=fi4JiRND(3l-2}!EU)=RND(4):R(l) = 

);C:fllPL,XCl=-10:BIU=^60:IPEUi;2THENCIll=CtU-30iBn)=30 

420 60TD300 

Explode ship and prepare for next turn. 

430 FORI = 1T020:PRINTJPO,' ■i:F0RII = lT030!N£n!PRIHTSPD,CHM(i 
73)CHR»(lB0)SIRIHG»l2,176)iiHElTI 

435 PRINTi0,;:FQRI=lT02O:S0UhlD255,0;S0UNDl,O:S0LlNDl,l!SOUND255,l 
!NE]T 

410 FORIi = lT05;PRlNT»P0,STRINGI(4,14OI;:FORI = lTO30:NEl(T!PRINTJP0 
,CHflt(14OISTRINB*l2,191)CHR$ll40);:FOfi; = !Ta30!NEn:PRlNTJP0,STRI 
HBti4,191)i!F0Rl=nO30;NEn;PRltlT8PO," ';:NE)!TI1 
DEFENSE 



SoftSide Selections JS 



SoflSide Seleeiions 16 
DEFENSE V 



r 



^50 SH(PLl=&H(PL)-l!GS=0:PRlNTJ70,SHIli;:PRlNTJna,SH(:); 

4i0 IFSH(fLi=01H£NB0TD710 

471.1 F0RI=ll03:IFCili ■0THENfl<PL,R(!l)=l5:Cll)=-l 

480 NEITl 

1?(.t IFPL=;flH&SH(n!0IH£NPL=lEL5ElFSH(:rOftNDPP=2THENPL=2 

5(.'M P0=57t:&[)SUEl580 

filO dOSUB71U:!L'=0:DBT01!0 



End of attack wave sign. Award bonus points, 
and award an extra ship if it fias been earned. 

520 CLSiA«=flHH;PRIHlCHR*(23)!PRIHTJ45f>,"ATTfiCI'; WAVE "AN" DESTRO 

VED'; 

525 PRiHI JO. i !f ORT=1I030: S0UND2O, T ; .5: SDUND2li, 10. TiHEH 

530 PRINTi532, 'BONUS -"(SHiPLt«500;SC!PLI=SC(PLi+SH!PL11500 

S10 iFA«. ^=INT(ftN,4JrHEHSH(PL)=SH(PL;tl:PRlinJ5ya,"EnR« SHIP'iE 

LSE550 

S45 PRl!(I)0,;;FORTl = lT010rFQRT=!OOI01S!EP 5:SQUNDT,!:HEXI:NEU 

550 fiLiPL)=FlfL>+5:FiPL)=F(PL)*5:lFF(PLi;50THENF!PLJ=50:(iL(PL)=5 



5iO FORJ=nOflL(PLl:H(PL,J(-RND(l6i!NEjrj 

570 lFPEEI^lH4O0) = lTHEN6OSUB7Ki:Gar0il0£LSE570 

Get Ready routine. 

580 CLSjPR1NTS470,'S EI R E A i I " 
590 PRINlSSSf/FLAfER I ";PL; 
5'?5 Pf(INTiO,;:FORT=lTD50;50UNIH5,r:NEn 
600 lFPEEK(H400i=lTHENRETURNELSEi<)0 

Alien saucer movement and intialization. 

olO lFZ:P0fHENIl=-o4:6010<>JO 

4l5 F0R1=255T015SIEP-15:SDUNDT,1:HEXT 

620 1FZ:P0THEN/1=64 

b;0 IF^2U193THENI1=-21 

64U ie=2:! = :i21-l-GS!El=El-I-GS:lFEr.iTHENPR]HFiZQ.' ■■;:E=0:2! 

=0:60(01 lit 

bSO PRlNIJia,' •;:PRlNtJ2.CHR»lia4»CHR«(ia8)CHR»lie01i 

660 IF2-P0;450R:-PD'.10rHENI10 

di5 PRINT JO, ;:FQRl = ntilO:SDUNDlll,5iNEn 

6?U lFRND(4l=2THENFDRJ = 2-2T02'ElSTEP-l!PftlNTJJ,CHR*llJ4)" 'yMl 

UiPRlNIJJ.' ■;;2=v:E=U:El=0:21=(i:BOT04iO 

iau GDIQllO 

i)9.j PRINlJ2,"l{)OO'i!SC(PL)=SCIPLl+1000!PRINTS10,SC(ll|:PRiNTJ57, 

SC(2)i:Z=0:E=0;El=0:60TD240 

700 El=60:;=((RND(9)t31t64)t40;S0TO610 



Screen set up. 

710 aS!PRlNTS0,'PLAyER«l!"iSCIl)j;PRINT864,*BHlPS:"SH(l);:PRlNT 
«;, •pLftVERt2:';SC',2);:PRINlSUl, "SHIPS: "SH12)ijPRINTilB,DE»;:PR 
INliir8.SlRiHCt!61,133>;:PRIN13B96,«ID«(Ht.l,63)j!PRlNTJ960,'ALl 
ENS LEFl!';fiL(Ii;;PRINTSI006,"fiL!ENS LEfTt'iftlC!; 
720 PRINT}P0,CHRIll731CHRt(18ti)5TRINB«(2,17fci; 
730 REIURH 

High score routine. 

710 fDRrMTfl5:aS:PRim3270.GA$!;PRlNTJ46:,0Vt;:NE!TT 

745 PRlHl»O,;:FOfiTl-lT010:FDRI=lTQ255Sl£P15:B0UNtiT,l:NE)ir!NE)(T 

750 PPlNTJ6i7,-PLA(ER « ";PU 

740 IFPEEK(H4D01 = lTHEN7?DELSE7f>0 

770 CL,S:NNI='":i=i> 

?B0 J=2:PHlNm,'RUB";:ll=IM:FDRT=65T0f0:PRIMT>!,CHRtlI)i!l(=Xt2: 

NESft:PRINFiH,"£ND"i 

;90 il=sa 

300 PRIHl JX, • °; ! D=PEE>; ( M400I : IFD=321HENJ=X-2ELSEIFD-MTHEN)(=)I » 

2 

810 lf)l<iBTHENX=68ELSEIFl>122TH£N)(=122 

820 PRlNlJ)(,£HMI95i; 

830 fil=- •! IFPEEf. ( M4MI THENfi»=CHR» (PEEK ( 15J60tX-64)) : IFfl$-'B"THE 

NIFPEEK ( 15360H-65) =(iSCCU' ) THEN1FZ)01HENNI1»=LEFH IHH», Ml : M- 

!;«-" 

640 IFfl»="E"mENIFFEEK(15;b0H-i3)=ftSCrN')rHEN6OT08S0 

350 IFfti;"'ftNl)Z:3THENHM=N«ttAt;I=2n 

840 PftINT>:i5,"fDW: INIIIAIS: 'mi;' ' 

870 GDI 0300 

880 lFSC(PL);HCnOlIHENHC[iO)-SC(PL):HC»llO)=Nn$:60SUB?30 

890 CLS;PRINIJ22,'H I B H E C R E 5":FDRT=1T010:PRINTHCIT),HCI 

lT):NEin 

895 PRlM1i0,;!FQRTl = !T05iFDRI = !I0255£rEP25!SGUNDI,10:NEn:NEn 

900 IFPL=lfiNDPP=2ANDSHl2);0IHEHeOT095O 

?10 IFlPL-2fiNDSH(l)il)ORfPL-lflNDSHlIi:ulHEHPRJNW04.-AHOIHER G 

AHEC/ OR N)?*ELSE950 

920 IFPEEKI 144141 =2IHENG0I040ELSEIFPEEK( 144501 =MTHEHENDELSE920 
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Sort routine for high scores. 

'^■;0 FORl = lT0'?:FORn=TUIO10:IFttClT)<HClTUTHENTD=HC(n:TDl=HCIIT 

l!HC.IT)=HCITll:HC»(T)=HC»(Tl);HCiTl)=TD;HC*(Tl)=TD* 

9« N£iiIIl,r:RETURM 

■?50 IFPEEKt 144001 ^!THENGOTa470ELSE')50 

Graphic sign set up. 

%C< F0R! = 1 10153: REftDTl:NE)(T:FDRT=lTa28;REflM!DEt=DE»+CHRI(A)!NE); 

T:0Et=[)Et+CHR«(261+STRINS»(28,24):FDRT=lTQ2a;READfl:DE*=DE«+CHR$( 

ftJiNElT 

970 F0RTl = nDJ:FDRT=lTD3j:READft!6At=eft«+CHRtlft)iNEIT:GA$-GA*+CHR 

»l26)tSTRINS»(35.24ljNE!!TTI 

^80 F0RIl = n03!F0PT=!T035:R£AMt0Vl=DV$+CHR$(fil:N£n;0Vt=0V$+CHR 

tt26)tSTRlNGt(35,24)lNEnn 

9=!0 H*=3TRiNG(ily,'55):Aiil)=SIRlNet(2,95>:Ai(3)=A$ll)ifl»14)=A*() 

KAl(2)=CHRt(134)+CHRt(137):FDRr=lT0n7!Ht=H*<-At!RND(4)):NEn:H* 
=H*tSTRING*lli).95) 

105y RETURN 

Title display. 

1060 CLS 

1070 PR!MIS446,I)E»;:FORT=311092!BET(T,!9):SETIT,27>!NEU!FORT=20 

TC26:SET(34,T):S£FI92,T(:HEJt 

1085 PR]Nli0,i;FORl = n035;S01!NBT,V:V=V*5!NEXT!FORT=35T(31STEP-l:3 

0UNDT,V;V=V-5!N£n 

lu90 GUI 040 

Sound routine from 11/81 SoftSide. Line 60050 
has been slightly changed. 

faoOOd i=0:FOR); = lT0158:READy!;=2*V:NEU!lFI<)15204IHENCLS!fRINT"D 

ATA BASE ERROfi IN LINES 600i0-601i&, CHECK LISTING. ":PS1NT:LIST6 

00fc0-6Ol6UELEEi'=Bi.;X=255:POKE-l,0:!FPEEM-llUOTHENJ=191:POKE-l6 

385,0: lFPE£K(-li385K>0THEI*)l=127 

600J0 PQI',E165fj2,il!POKEI6561,ViCLEAR50:Al=PEEK(li561)t2!A2=PEEK(! 

6562>;ft=lll+A2t25i:Z=A-l!FDRX=lTCll5B!Z=I+l:i=It65536t(2>327(>7) 

60020 READY: lFY<0THENy=A!tABSa):PDK£Z,yt256t(Y>255)!7=Z+l!POKEI 

,ft2-!V:255l!NEnELS£P0K£Z,Y!NEn 

fa&030 lFPEEK(li39ili)=201PDK£U526,Al:POt;E16527,A2EL5ECHD"T":DEFUS 

R=fil + fA2+256«IA2>127n«254:PGKE14308,0 



£.0040 !FPEEKU69U7)*PEEK 114808) »t5ti<;fi+24THE(lft=USR(0) 
6O050 GOT 02(1 

4006U 0fiTA58,lo6,45,50,-l64,42,lti7,65,34,-lt>5,62,l95,50 
4007(1 DfirA144,45, 33, -24, 34. 167,45,201, 245, 123, 254, 2, 40,4, 254 
4U080 Dfllfili, 32, ■'9. 229, 213, 42, 230, 64, 124, 183, 32, 4. 35, 35, 35, 35 
60090 DATfl:i5, 4, 5, 17, -556,26, 190, 32, 104, 19, 35, 14, 248,43, 215 
oOlOO DATft43, 34, 230, 64, 241. 241, 241. 241, 197, 213, 215,205, 55, 35 
60110 DfllA229, 205, 127, 10,42, 33, 45, 34, -147, 225,215,43, 34, 230, 44 
40120 DflTfl35, 205, 55, 35, 43, 229, 205, 127, to, 42. 33, 45, 58, -147, 40 
40130 [irtlft!B3, 87, 24, 4, 24, 48, 24, 44, 46, 42, 1,21 1,255, 14, 252, 64, 42 
nOHO DAIA2. 21!, 255, 16, 252, 58, 44, 56, 230.4,32, 7. 124, 181,40, 3, 43 
60150 DflTfi24, 228, 175, 50, 154, 44, 225,209, 193, 215, 195, 30, 29, 83, 79 
60140 DAIft85, 78,48,209,225,241 

Graphic sign data. 

44000 DATftlSl, 13!, 131, 148, 183, 179. 147, 129. 183, 179, 147, 129, 183, 17 

9,117,129,151,144,32.149,183,179,179,145.183,179,147,129,141,140 

,140.129,141,140,140,132.133,32,32,32,141,140,140,132,133,32,137 

,133,140,140,140,133,141,140,140,132 

64010 DfiTfil91, 131, 131, 131, 131. 131, 131, 131, 32. 190, 131,131, 131. 131 

,131, 131, 189, 32, 191, 164, 32, 32, 32, 32, 152, 191, 32, 191, 131, 131, 131,1 

31,131,131,32.191,32,32,140,140.140,140,188,32,191,140,140,140,1 

40, 140, 140, 191 ,32, 191 , 32, 137, 144, 140, 134, 32, 191 

64020 DflTft32. 191. 140, 140, 140, 140, 140, 32,32, 191, 174, 176, 174, 174,1 

74,174,391,32,191,32,32,32,32,32,32,191,32,191,32,32,130,129,32, 

32. 191, 32, 191, 176. 174, 176, 176. 174, 174, 32 

64030 DftT(ll90, 131, 131, 131, 131,13!, 131,189, 32. 145, 32, 32, 32, 32, 32, 

32,154,32,191,131,131,151,131,131,131,131,32,191,131,131,131,131 

,131,131,189,191.32,32,32,32,32,32,191,32,32,137,144,32,32,140,1 

34,32,32,191,140,140,140,140,140,140,32 

64040 mf\l2, 1 91 , 140, 140, 140, 140, 140, 154, 143, 175, 174, 174, 174, 174 

,174, 174, 159, 32, 32, 32, 130, 144, 152, 129, 32,32, 32. 191, 174, 176, 174,1 

76.176,174,176,32,191,32,32,32,32,32,130,144 









SSIVAT 












TARLi: 


For TRS-8(F DEFENSE 






SWAT 






SWAT 


LINES 


CODE 

01 


LENGTH 

322 


LINES 


CODE LENGTH 


10 - 110 


730 - 830 


RC 424 


120 - 210 


!R 


514 


840 - 930 


QJ 514 


220 - 330 


SI 


450 


940 - 1085 


ee 521 


340 - 440 


n 


572 


1090 - 4O040 


m 536 


450 - 545 


FS 


457 


60070 - 40150 


CP 512 


550 - 440 


FS 


392 


60140 - 44020 


T! 449 


tSO - 720 


7T 


520 


64030 - 44040 


AG 395 










UliJ'i 


^NSE 
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VOLCANO 
ISLAMD 
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CV/DV Adventure Series 

"In this adventure, I wil! become your eyes, ears, and hands," says your 
computer. You are about to enter a new fantasy world. Each issue, SoftSide 
DV presents the latest challenge to your ingenuity and perseverance. For those 
unfamiliar with the geiue, the fantasy/adventure game places you in a puz- 
zling situation, usually in a strange, unfamiliar world, but sometimes in a 
world enough like your own to lull you into a false sense of security. Your first 
goal is, often, simply to survive. However, success at even this basic task can 
be doubtful. Perplexing situations will certainly test your ingenuity and 
perseverance, and perhaps you will glean great treasures. But dragons and 
desperadoes may oppose you — you never know. 

To "win" a fantasy /ad venture game, you have to solve the puzzles and 
overcome the obstacles that confront you. Death is transitory — you can 
always re-run the program. Aficionados of adventures carefully map the loca- 
tions in the game's world. If you have an exceptional memory, you may skip 
this exercise... Now, was the cave with the ruby-encrusted scepter north or east 
of the beach? Hmmm... 

You act by giving your computer simple, one- or two-word commands, like 
"LOOK", or "GET RUBY". 

This time, the adventure features the SAVE GAME and LOAD GAME 
commands. These commands respectively record and retrieve your position to 
or from your disk. In this way, you can solve the adventure over many playing 
sessions. 

One issue after the appearance of an adventure, SoftSide will publish en- 
crypted hints for it. The encryption will prevent you from inadvertently seeing 
the hints if you don't want to. 

Beginning this time, the adventure contains the HINT command. This 
decodes the encrypted hints that we publish one issue after the appearance of 
an adventure. To use this command, just type, for example, "HINT DRAZIW 
DRAZIW". This will cause the adventure to respond "WIZARD WIZARD." 
This allows you to decode hints in the course of the adventure. 

To begin the adventure, just RUN the program named "INTRO" on your 
disk, or select the adventure from the DV menu. On cassette, the adventure is 
the last program, and the INTRO program immediately precedes it. 
Memory requirements for all adventures — 16K tape, 32K disk. 




Tired of Typing? 



• Use And Enjoy These Programs Right 
Away! 

• Avoid Worry About Typos! 

• Get Additional Programs to Enjoy 
Without Typing. 




Order this Issue's Programs on Disk or Cassette! 

Send the coupon below lo: . 

SoftSide Publications. Inc. /l 



6 South Street 
Milford. NH 03055 




-s^J^ -as^yf 



_5offSi<1 p Selections 

ORDER THIS ISSUE'S MEDiA 

Having diliicgltv tindvrn^ [hi- Tinit- -i. r-piji ih.- ;>fi ,^r,i[iis 
from this issue of Sof (Side Self <: lit tn-i' |i.ini tt ■.[i.nr •\.f 
cassette and disk vpfsionv dre snil .svaiiahif- And f•t^^ h l)\ 
[disk version] contiiins .in dddihonril fimgran'* 

D #4d DV *14.00 a 140 CV tB.H 

Dtih Only- r Apple* H IBlm" PC 

Dtfh or CuarlU: G \Ui,* '. t tRS-flO" Mod ) 

D TRS«3«Mod )ll 



C ilv Stile ^___ 

Chfck itt Manty Ordv> 



Ndme ol t (irdhoWpr 



M<:iandln1i'rhdnl.» VfSA« . 
tup Date SjMn.iiij 







PfiCM iub|«ct lo change without noi>ce Apple* IBM* Aian* and TRS 80* *fe r*jt(*iefe<l iridem^riM ol Th* Appip Compute 
CompAnv. Inlernaiton*! 8i**»f*e»* Mjchm**, Inc , Wjrner ComrnuniCdtion», jnd the t^ndy CwpOfJIiOn i»»p*Ctivt*'V 
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General Information 

These are the standard procedures for the programs published In 
SoftSide Selections, Sometimes, a particular program does not lend 
Itself to these procedures. Always read the specific instructions ac- 
companying a program. They will instruct you If there are any 
variances from the following procedures. Also, back Issues of Soft- 
Side Magazine may differ In some details. 

V. __- 



At the conclusion of each program listing in SoftSide Selections, 
we include a SWAT (Strategic Weapon Against Typos) Table, SWAT 
for the TRS-80 appeared In SoftSide issue #30. if you missed issue 
#30, we'll send you a free reprint of SWAT. Send a self-addressed, 
stamped envelope to; 

SoftSide Pubiications, Inc. 
Department SWAT 
6 South Street 
Milford, NH 03055 

Please be sure to tell us that you have a TRS-80 computer. 



Magnetic Media 

Disks are available in Model I or Model III format. They contain the 
DOSPLUS operating system. A cover program runs automatically 
when you boot the 6\sK. Back issues earlier than May 1981 are 
available only In Model I format. If you have a two-drive Model iil, you 
can convert such disks with the CONVERT utility. 

Tapes CLOAD In the normal manner on Model I's, and at low speed 
(500 baud) on Model Ill's. The first program is a cover/menu program; 
side two of the tape is a duplicate of side one. 

SoftSide Selections disks and tapes are duplicated on reliable, pro- 
fessional equipment. Bad copies are exceedingly rare. Nevertheless, 
the trip through the mall occasionally results in damage to the sen- 
sitive magnetic media, if, after a reasonable number of attempts on 
well-adjusted, clean equipment, you are unable to load a program, 
return it to us along with an exact explanation of your problem. We 
will send you a replacement copy. 

SoftSide Selections media are not copy protected. We urge you to 
make an archival backup copy of your disk or tape as soon as you 
receive it, as our replacement policy Is valid only for 30 days. Please 
resist the urge to give away copies of copyrighted material. 



Line Listings 



The line listings In this booklet are in standard 64-column format, 
and they appear exactly as they should on your screen when you type 
LIST. 



System Requirements 



The necessary memory and other equipment you need to run a pro- 
gram are listed in the introductory paragraph of the article for each 
program. (Also see the SoftSide Adventure Series elsewhere in this 
booklet.) 



-U' 
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The Best of SoftSide 

n YES... I want to enioy the best programs — Gdme^, Utilities 
Adventures ^ from SoftSide Magazines past Please rusfi my 
copies of Tfie Best of SoftSide to 



Address 

Ciiv 

Here's my order For The BesI of SoflSide 



/||> 




Computer 


Quantity 
Book Only 
»19.95 ti. 


Quinlily 
Book plus Dish 
»68.9S ». 


Apple* 






Atari* 






TRS-80* 






TOTAL COPIES 


ati'is^ 


avhflts 



'. 1 tve already ordered The Best of Soft- 
Side book I'm enclosing $49 for the disks 
only 

Total Enclosed J 



VISA/MasterCard# and Interbank* . 

Name of Cardholder 

Signature 



Tm paying by D Check H Money Order 
D VISA D MasterCard 

Ihrriup .xiJri ylrjHr in* Itidr %■•< potlJ|r PAV [N v':,\ I UNDS ONIV I 

Enp Date 



Like SoftSide? Wait 'til you've seen our BEST! 




The Best 
of SoftSide! 



For the past four years, SoftSide Magazine has been bringing Apple* , Atari® , and 
TRS-80* owners the best in BASIC software. But now you can do even better.. .The 
Best of SoftSide. From all our back issues, we've selected the most useful, ..the most 
entertaining... the most fun programs SoftSide has ever published. 

The Best of SoftSide is available in three versions... one for Apple, Atari, and 
TRS-80. Each contains page after page of BASIC code for adventures, simulations, 
practical applications, and much more. 



To order your copy of The Best of SoflSide, fill out the coupon below, and mail it 
along with $19.95 to SoftSide, 6 South Street, Mllford, New Hampshire 03055. 



a-53it5^a 




3ifection5 



Here's SoftSlde Selections, the handy, 
pull-out booklet with program listings for 
your TRS-80 Model I or III computer. This 
issue, SoftSlde Selections for the TRS-80 
features: 

• Minlgolf — This issue's Front Runner 
is a simulation of this youthful pastime 
for one to ten players. Play nine different 
holes! 

• Defense — Battle aliens above an 
airless satellite! 

• TRS-80 DV Bonus — lo-Miner. A fast- 
paced arcade-style game, with an editor 
so you can create your own mazes! 

• SoftSlde Adventure Series — Volcano 
Island. The latest fantasy takes you to a 
tropical island about to explode! 



SOFTSIDE PUBLICATIONS, INC. 

Mlltord, New Hampshirs 



